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This listing of claims will replace all prior versions, and listings, of claims in the 
application. 
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^ (claim 1 (currently amended): A game machine comprising: 

(a) a memory device for storing three-yflimensional data related to a plurality 
of objects and a game program; 

(b) an input section by way of whicfi a player performs operations; 

(c) a display section for representing image data in an animated manner; 

(d) a computational processing device which places the plurality of objects 
in a world coordinate system on the basis of the game program and the 
three-dimensional data read from the memory, perspectively converts the plurality 
of objects placed in the world coordinate system with respect to a projection 
surface, and represents on the display section the perspectively-converted image 
data in an animated manner; and 

(e) the computational processing device which performs settings in such a 
way that a specific object or a specific portion thereof is brought into focus and the 
plurality of objects placed in the world space are blurred according to the depths 
thereof relative to the specific object determined as being in focus or the specific 
portion thereof determined as bding in focus , wherein the specific object or the 
specific portion thereof is playable by game players . 

Claim 2 (original): The game machine as defined in Claim 1, wherein the 
three-dimensional data must comprise at least a plurality of polygon-apex 
information representing objects, and color information corresponding to the 
individual polygons as determined by the polygon-apex information; and when a 
plurality of objects located in the world coordinate system are rendered on the 
projection surface and the objects are processed at the time of texture mapping in 
which the color information is mapped on the polygons, the blurring operations are 
performed according to the depths of the objects. 
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Claim 3 (original): The game machine as defined in Claim 1, wherein the specific 
object or the specific portion of the object that is set so as to be in focus is changed 
in response to the operations of the player, as required. 

Claim 4 (original): The game machinfe as defined in Claim 1, wherein the specific 
object or the specific portion thereof determined as being in focus corresponds to a 
specific object or a specific portion qf the specific object displayed at substantially 
the center of the display means. 
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Claim 5 (original): The game machine as defined in Claim 1, wherein the specific 
object or the specific portion of the/specific object determined as being in focus is 
set by tracing the line of sight of the player through use of a line-of-sight sensor and 
on the basis of the position of the point of view of the player on a monitor screen, 
which has been determined from t le result of detection of the line-of-sight sensor. 


Claim 6 (original): The game ma i 
object or the specific portion of th 
set by tracing the line of sight of the 
is identical to the position of the 
which has been determined from 


:hine as defined in Claim 1, wherein the specific 
e specific object determined as being in focus is 
player through use of a line-of-sight sensor and 
of view of the player on a monitor screen, 
le result of detection of the line-of-sight sensor. 


point 


Claim 7 (original): The game machine as defined in Claim 1, wherein the blurring 
operations constitute processing in which blurring is reflected on both the objects 
located nearer to the projection su-face and the objects located deeper, relative to 
the specific object determined as being in focus or the specific portion of the object. 


Claim 8 (original): The game machine as defined in Claim 2, wherein the blurring 


operations constitute processing in 


which blurring is reflected on both the objects 


located nearer to the projection suiface and the objects located deeper, relative to 


the specific object determined as b 


ing in focus or the specific portion of the object. 
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Claim 9 (original): The game machine as defined in Claim 3, wherein the blurring 
operations constitute processing in/ which blurring is reflected on both the objects 
located nearer to the projection surface and the objects located deeper, relative to 
the specific object determined as peing in focus or the specific portion of the object. 

Claim 10 (original): The game machine as defined in Claim 4, wherein the blurring 
operations constitute processing/ in which blurring is reflected on both the objects 
located nearer to the projection /surface and the objects located deeper, relative to 
the specific object determined as being in focus or the specific portion of the object. 
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Claim 1 1 (original): The garrie machine as defined in Claim 5, wherein the blurring 
operations constitute processing in which blurring is reflected on both the objects 
located nearer to the projection surface and the objects located deeper, relative to 
the specific object determined as being in focus or the specific portion of the object. 

Claim 12 (original): The game machine as defined in Claim 6, wherein the blurring 
operations constitute processing in which blurring is reflected on both the objects 


located nearer to the project 


on surface and the objects located deeper, relative to 


the specific object determined as being in focus or the specific portion of the object. 


Claim 13 (currently amended): The An image processing method for use with a 


steps of: 

F objects in a world coordinate system in association 


game system comprising the 

locating a plurality o 
with a game program; 

determining, from thfe plurality of objects, a specific object or a specific 
portion thereof as being in f dcus according to operations performed by a player; and 

blurring other objects 
with an increase in the depti 


in such a way that the objects becomes more blurred 
thereof relative to the determined object or the specific 


portion of the determined object or another object as being in focus. 
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Claim 14 (currently amended): TheAmage processing method for use with a game 
system as defined in Claim 13, wherein The the specific object or the specific 
portion thereof that is displayed at substantially the center of the display means 
corresponds to a specific object ov a specific portion thereof which appears on 
substantially the center of the projection surface through perspective conversion. 


15 


Claim 15 (original): The image processing method for use with a game system as 
defined in Claim 13, wherein tile specific object or the specific portion of the 
specific object determined as being in focus is set by tracing the line of sight of the 
player through use of a line-oi-sight sensor and on the basis of the position of the 
point of view of the player on a monitor screen, which has been determined from 
the result of detection of the line-of-sight sensor. 


Claim 16 (original): The image processing method for use with a game system as 
defined in Claim 13, whereii i the specific object or the specific portion of the 
specific object determined a 5 being in focus is set by tracing the line of sight of the 
player through use of a line-of-sight sensor and is identical to the position of the 
point of view of the player c n a monitor screen, which has been determined from 
the result of detection of thelline-of-sight sensor. 


20 


PLM 1003-O2US 030710 DRsp.wpd 
03-07-10 


Page 5 of 17 


Appl. No. 10/042,743 

Amendment, dated July 10, 2003 

Reply to: Office Action, dated April 23, 2003 


Claim 17 (new): A game machine for use by a player, comprising: 

a game program configurep to manipulate data representing a plurality of 
objects in response to game operations input by the player; 

a computational processing device configured to calculate positional data 
placing the plurality of objects in a three-dimensional world coordinate system on 
the basis of the game program and the data representing the plurality of objects, 
wherein the computational processing device is further configured to calculate 
image data representing a perspective view on a projection surface of an animated 
representation of the plurality pf objects placed in the world coordinate system; 

a display configured to/ display the image data in an animated manner; and 
an input device configured for the player to input the game operations into 
the game program; 

wherein the game operations identify an object or object portion from among 
the plurality of objects; 

wherein the computational processing device is configured to calculate 
image data such that the identified object or object portion is in focus on the 


display, and other objects 
on the display according to 
portion. 


Claim 18 (new): The game 
program is configured such 
which object or object porti on 


object portions of the plurality of objects are blurred 
their depths relative to the identified object or object 


machine as defined in Claim 17, wherein the game 
that the game operations of the player can change 
is identified by the player. 


Claim 19 (new): The game machine as defined in Claim 17, wherein the input 
device includes a sensor configured to sense the view-point upon which the player's 
view is centered on the display, and wherein the identified object or object portion 
is determined from the locatipn of the view-point. 
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